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Educational games facilitate players' experiences, meet desired pedagogical objectives, and allow users to engage in learning while enjoying themselves. These educational games also give learners immediate feedback on their actions and decisions, inviting exploration and experimentation.
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Topics Covered:
• Adaptive Learning Interfaces Pre-pub Discount:* Print: US $165.00 | Perpetual: US $250.00 * Pre-pub price is good through one month after publication date.
Student Usability in Educational Software and Games:
Improving Experiences
